Are corporations the primary producers of today's new (and old) 
consumer addictions? 
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Recent studies suggests that increase use of smartphones reduces US 
teens' happiness and general well-being. 

We could view smartphone use or any other screen media as a source of 
many modern-day addictions because it, in itself, causes increase harm to 
its users both directly and indirectly. 

Directly because recent evidence corroborate that people who spend 
more time in front of screen media tend to be less happy, more depressed 
and anxious than those who spend less time online. And increase use of 
screen media generates major addictions by offering numerous and 
different platforms for each addiction - all in one devise. 

The interaction of humans with screen media as an object is a corporatist 
invention meant to serve numerous functions, but for the dominant 
business community screen media is meant to generate increased 
revenues through creating progressively more and more addictive 
products and behaviours. 

Screen media could be viewed analogously to the cigarette box. Slick on 
the outside, inside the box are cigarettes and when light causes the 
pleasurable effects of smoking. The initiator tries her first cigarette and 
before long becomes hooked. The same applies to smartphones or other 
screen media. A connected screen media enables a user to enter the web. 
Once on line, a viewer escapes from her immediate, often less exciting 
environment into more stimulating other worlds. And their choices are 
practically limitless. 

Once transported, a viewer is exposed to highly addictive sights, 
products and services, which, based on the published works of Steven 



Sussman and Jean Twenge, offer the following potentials for addictions in 

the following categories: 

• Gaming, texting, social network sites; 

• Ads and products for tobacco resulting in 15% of US adult population 
being addicted to tobacco; 

• Ads and products for alcohol resulting in 10% of older teenagers and 
adults being classified as addicted to booze; 

• Lots of ads and products resulting in numerous food and beverages 
addictions, all contributing to 10% of US adult population being 
addicted to one or more food products; 

• Gambling as a service on the net or elsewhere result in 1-3% of US 
adult population being addicted to gambling of one sort or another; 

• Surfing the Internet affects 2% of US adult population being addicted 
to the Internet; 

• Shopping addiction of products or services amounts to 6% of US 
adult population; 

• Exercise fanned by media images of slim chiseled bodies constantly 
seen in various screen media contribute to 3-5% of US adult 
population being addicted to excessive exercising; 

• Love and sex addiction through various pornographic or dating sits 
contribute to 3-6% of US adult population being addicted to either sex 
or love sites; 

• The arrival of electronic cigarettes or vaping currently (2019) giving rise 
to 22% of US adolescence and youth vaping; 

• Consumption of marijuana now results in 7% of 18-year-olds and 2% of 
50-yearolds being regular user of the product or its derivatives. 
Although not yet advertised as much on mass media, that will probably 
only increase as cannabis becomes legal in numerous states and 
countries; 

• Prescribed medications including opioids and illicit drugs, 
non-marijuana: 8% of 18-yearolds, 5% of 50-year-olds; 

• TV/movie addiction, 10% of self-reported US population; 

• Workaholism to pay for it all of the above: 10% of US adult population 


With the exception of the last item, the vast majority of the above 
addictions are easily promoted online, other outlets and in numerous 
forms. For example, you can gamble on many sites playing various games 



and then switch to countless pornographic sites to subsequently jump to 
your favorite dating sites, to eventually ordering e-juice online for your 
e-cigarette - all in front of you around the clock. 

The digital media is so construed that according to Shoshana Zuboff 
through surveillance and artificial intelligence large corporations collect 
your personal information of sites you frequent, your posts online and 
your search behaviour. 

Once corporations data mine the usage of your screen media information 
left behind, and determine your interest, habits, wants, desires, likes and 
addictions, you are than targeted by being constantly bombarded with 
messages to sell you a products or service related to your desires or 
addiction, or for an ad for a sale at your favorite store, which can often 
lead to impulsive buying. 

The consequences of constantly creating new addictive products and 
behaviours by business is meant to generate increase revenue for such 
corporations whose products are addictive in a sense that they are 
intentionally created and improved so that some of its users become so 
obsessed with them that it causes harm to the user, people around them 
or the environment. 

Take the case of gaming. Designers of video games deliberately create 
products meant to engage young gamers who end up spending enormous 
amount of time in front of some screen media. In doing so, addicted 
gamers neglect participating in other activities, such as family 
interactions, less direct socializing, less school work, reduce reading and 
writing, lower verbal skills, sleep difficulties, sedentary life and increase 
obesity. 

Since corporations' primary end-goal is to generate limitless revenue, it 
needs to generate more consumption either by increasing the number of 
users of their products or by introducing new addictive products or money 
generating behaviours into the marketplace. 


One major environmental consequence is that this increase in consumer 



addictions, as a primary source of increase profits, with all it's addictive 
products and behaviours, is the devastation of the planet's environment. 
We are already living beyond what the earth can sustain in the long run. 
The lack of sustainability is harmful to the planet, other species and the 
next generations of humans who will have less and less in the future due 
to reduced resources and increase in addictive consumption. 

In order to rectify our race to the bottom, we can gain a greater 
understanding of what is currently happening if we view corporations as 
the primary source of induced consumption and increase in consumers' 
addictive behaviour. 

Unregulated corporatism is now not only the primary source of our most 
major addictions, its spread is global and therefore every regulatory 
measures should apply internationally concerning exposure to 
advertisement, production, distribution and usage of addictive products 
and services. In addition to increase regulations, evaluation of harm is 
needed to further determine products' safety, which ought to apply not 
only to new products that can potentially cause harm to the user, family, 
community or the environment. Such regulations ought to also apply to 
existing and potentially new and as yet untested and insufficiently 
regulated industries, if we are to reduce the current increase in the 
production of addictive products and services. 

Otherwise, we will continue to see increased types of addictive products 
and behaviours often connected to the digital media such has been the 
case for smartphone addiction, gaming and for electronic cigarettes to 
mention just a few. 



